GUNSHIP 


Virulence Class 


Designation GUNSHIP 


Virulence 


Size class Medium Capital 


Squadron size 2-3 


Beam Weapons 10" 20" 30" 40" 
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Torpedo Weapons 12" 24" 36" 48" 
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Shunt Matrix (3), Difficult Target 
Hardpoints 
Select up to ONE of the following: 
0-1: Upgrade the Shunt Matrix (3) MAR to Shunt Matrix (4) 
0-1: Gain the Stealth Systems MAR 


Upgrades Points 


Gain the Precision Strike MAR +5 
Give the Torpedo Weapons the Corrosive MAR +5 


Mixed Cruiser Squadrons 

Some Relthozan Commanders choose to lead Light Cruiser 
Squadrons with a Virulence Gunship, bolstering the Light Cruisers’ 
firepower, and adding a tough core to the Squadron. 


Up to one Light Cruiser in a Light Cruiser Squadron may instead 
be a Virulence Gunship, for the Points Cost listed in the Virulence 
Gunship’s Statistics profile. The minimum Squadron requirements 
must still be filled with standard Light Cruisers, and the Squadron 
cannot contain more models than its maximum Squadron Size. 
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LIGHT CRUISER 


Iramon Class 


Designation LIGHT CRUISER 


Iramon 


Size class Medium Capital 


Squadron size 


Turn Limit 


Cloaking Field 1" 


Primary Weapons 24" 32" 


Fore (Fixed) 4 
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STAT GUIDE 


Torpedo Weapons 


Fore 5 


MARs 


Shunt Matrix (3) 


Hardpoints Points 


Select up to ONE of the following: 


0-1: Upgrade the Shunt Matrix (3) MAR to Shunt Matrix (4) 


I | G H T 0-1: Gain the Stealth Systems MAR 
Upgrades Points 
EITHER Give all Primary Weapons the Biohazard MAR +5 
OR Give all Primary Weapons the Corrosive MAR +5 


Erigone Class 


Designation LIGHT FRIGATE 


Erigone 


Size class Small 


Squadron size 


e Light Cruisers may be taken in Cruiser 
slots for Fleet Building 

e Escort Carriers may be taken in Heavy 
Cruiser Slots Fleet Building 

e Light Frigates may be taken in Frigate 


Primary Weapons slots Fleet Building 


Points Cost Shield Rating 


Fore 


MARs 


Difficult Target, Systems Network 


